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Abstract. The ability to conduct SWOT analysis is an essential
competency in marketing education. However, conventional teaching
approaches may not always provide interactive and contextually relevant
learning experiences. This study intends to develop and evaluate SI-M-
SWOT. The interactive learning model integrates Problem-Based
Learning (PBL) and game-based learning to enhance the teaching and
learning of SWOT analysis in marketing education. This study employed
a Research and Development (R&D) approach using the ADDIE
framework, which comprises five stages: Analysis, Design, Development,
Implementation, and Evaluation. The model was piloted with 133
undergraduate students across four universities in East Java, Indonesia.
Data collected through observations, questionnaires, and pre- and post-
tests were analyzed using descriptive statistics and paired-samples t-
tests. The paired-samples t-test results revealed statistically significant
improvements in SWOT analysis comprehension scores across all
participating universities (t = —3.93 to —9.68; df = 26-44; p < 0.001), with
effect sizes ranging from moderate to very large (Cohen’s d = 0.59-1.86;
pooled d ~1.06; N = 133). Mean scores increased by 15.80 to 28.74 points
(24.7%-44.3%) across the participating universities. The findings also
indicated positive improvements in students’ critical thinking skills and
participation. The integration of SI-M-SWOT and PBL provided a more
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engaging and student-centered learning experience. In addition, students
reported increased learning motivation and demonstrated improved
analytical skills in addressing real-world marketing problems. Overall,
the findings provide statistical evidence supporting the effectiveness of
the SI-M-SWOT model for teaching SWOT analysis in marketing
education. Therefore, the SI-M-SWOT model shows potential for
implementation in higher education settings.

Keywords: Problem-Based Learning; Game-Based Learning; Marketing
SWOT Analysis; ADDIE Framework; Higher Education

1. Introduction

Traditional teaching methods in marketing courses face challenges, including low
student engagement and difficulties in developing a deeper understanding of
course concepts. Game-based learning technologies have the potential to increase
student engagement and motivation while supporting conceptual understanding.
Many students use Al-based technologies, such as ChatGPT, to answer questions
or complete academic assignments (Gasaymeh et al., 2025; Hasanein & Sobaih,
2023; Sri Setyani, 2024). However, some students may rely on Al-generated
responses without fully understanding the information provided. This reliance
may hinder the development of conceptual understanding, particularly when Al
tools are used primarily to obtain answers rather than to support the learning
process. In the context of marketing education, this issue is particularly relevant
to complex analytical topics such as SWOT analysis (Benzaghta et al., 2021; Mai et
al., 2024).

Instruction in marketing SWOT analysis provides an important foundation for
developing effective marketing strategies. However, teaching SWOT analysis
presents several challenges, including low student engagement, difficulties in
applying theoretical concepts to practical contexts, and limited interactivity in
learning activities (Azhari, 2020; Sri Setyani, 2023). To address these challenges,
this study integrates game-based technology into an e-learning model that adopts
a Problem-Based Learning (PBL) approach. Previous research suggests that the
integration of these approaches can promote greater student interaction and
engagement (Munawaroh et al., 2021, 2024). The use of digital learning content,
including instructional videos, simulations, and game-based applications, can
further enrich the learning experience. Such interactive content may also facilitate
students” understanding of complex concepts (Babichenko & Asterhan, 2013).

Problem-Based Learning (PBL) integrated with game-based technology has been
reported to support student engagement and conceptual understanding
(Babichenko & Asterhan, 2013). Building on this approach, this study intends to
develop an Al-based marketing SWOT game model designed to enhance
students’ Learning Motivation (Magareta, 2021; Narcisa, 2020). The learning
process begins with a flipped classroom model that provides students with the
necessary instructional materials before classroom activities (Abdullah et al., 2019;
Arnata et al.,, 2020; Sri Setyani, 2023). Students then select marketing SWOT
scenarios prepared by the lecturer based on their interests and analyse them.
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Within this learning model, students actively analyze the cases and present their
findings through video presentations. These presentations provide a basis for
discussion and assessment of students’ critical and analytical thinking skills, as
well as their ability to communicate their ideas effectively (Munawaroh et al.,
2024; van Alten et al., 2020; Yamin & Syabhrir, 2020).

Recent studies have highlighted the importance of experiential learning
approaches in enhancing student engagement and conceptual understanding.
Compared with traditional teaching methods, approaches such as business
simulations, client-based projects, and authentic learning activities can improve
knowledge transfer and provide more meaningful learning experiences (Chugh
et al, 2023). In entrepreneurship education, the integration of real-world
experiences, including virtual laboratory activities and business consulting
projects, has been associated with improvements in entrepreneurial competencies
and learning motivation (Motta & Galina, 2023). Furthermore, SWOT analysis has
been widely used as a strategic framework for examining organizational systems
and identifying their internal strengths and weaknesses, as well as external
opportunities and threats. This framework can also be applied to digital learning
environments, including Learning Management Systems (LMS), to support
systematic assessments of institutional strengths and challenges (Widarini et al.,
2025).

The lack of interactive and contextually relevant learning materials that
demonstrate the practical application of SWOT analysis remains a significant
challenge in marketing education. Learning activities often rely on didactic
approaches in which lecturers primarily deliver theoretical explanations, while
students have limited opportunities for active participation. Consequently,
students may have fewer opportunities to analyze authentic business cases,
explore alternative strategies, and develop critical thinking skills. These
challenges highlight the need for innovative learning models that promote active
participation and provide students with opportunities to conduct strategic
analyses within realistic business scenarios.

Previous studies have indicated that E-learning within a problem-based Flipped
Classroom (FC) model can be an effective teaching strategy in marketing
education (Limaymanta et al., 2021; Rahmawati & Setyani , 2023). Similarly, Dalila
et al. (2022) and Munawaroh et al. (2022) reported that Al-based e-learning
platforms can provide more personalized and adaptive learning experiences. The
integration of technology into education can broaden students” access to diverse
learning resources (Amris & Desyandri, 2021; Dogan, 2017). Such technologies
also enable students to access learning materials anytime and anywhere, thereby
supporting more flexible and self-directed learning according to their individual
needs (Munawaroh et al., 2022; Munawaroh & Setyani, 2022).

Prior research has demonstrated that Problem-Based Learning (PBL) in marketing
and business education can strengthen students’ critical thinking skills while
helping to bridge the gap between theoretical knowledge and practical
application (Chugh et al., 2023; Rosario & Dias, 2024). Furthermore, case-based
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learning incorporating SWOT analysis has been reported to enhance students’
ability to formulate marketing strategies applicable to real-world business
contexts (Adawiyah et al., 2025). Taken together, these findings suggest that
integrating SWOT analysis into a problem-based learning environment may foster
a more meaningful and practice-oriented learning experience.

In recent years, the integration of educational technology has expanded
opportunities to develop innovative learning environments. Game-based learning
technologies can engage students in business simulations, expose them to
complex decision-making scenarios, and provide immediate feedback on their
strategic choices. The contribution of this study lies in the development and
empirical evaluation of the SI-M-SWOT learning model, which integrates
Problem-Based Learning (PBL), interactive game technology, SWOT simulation,
and the ADDIE instructional design framework within a unified pedagogical
model for marketing education. Although previous studies have examined PBL,
game-based learning, and SWOT-based case analysis, this study explores their
integration within a digital learning environment that enables students to analyze
authentic business problems, formulate marketing strategies, receive immediate
feedback, and collaboratively develop alternative solutions.

Previous research on Problem-Based Learning, game-based learning, and SWOT
analysis indicates a gap in integrating these approaches into a single pedagogical
model for marketing education in Indonesian higher education. Furthermore,
previous studies were mostly conducted within specific institutional contexts,
limiting the transferability of their findings to other higher education settings.
This study addresses this gap by developing and evaluating the SI-M-SWOT
model — piloted with 133 students across four universities in East Java, Indonesia,
and evaluated using inferential statistical analysis. By examining the model across
multiple institutional contexts, this study provides empirical evidence on the
potential applicability of an integrated learning model for teaching SWOT
analysis in higher education.

This study intends to develop and evaluate an interactive learning model, SI-M-
SWOT, which integrates game-based technology with a Problem-Based Learning
(PBL) approach. The model is designed to support students” understanding of
SWOT analysis, develop critical thinking skills, and promote active participation
in marketing learning activities. By combining experiential learning principles
with interactive digital media, the SI-M-SWOT model is expected to provide a
more engaging and contextually relevant learning experience in marketing
education.

2. Literature Review

2.1. Use of technology and gamification in learning

The integration of technology and gamification into educational practices has
become increasingly relevant in contemporary learning environments.
Technology-enhanced learning approaches enable educators to design more
interactive and engaging learning activities, while gamification elements, such as
points, challenges, and rewards, can support student motivation and

http:/ /ijlter.org/index.php/ijlter



1115

participation. Gamification-assisted learning models have the potential to
enhance students” Higher-Order Thinking Skills (HOTS). These findings suggest
that gamification mechanisms can contribute to a more active and engaging
learning process.

Previous studies have also reported positive effects of gamification on student
engagement and learning outcomes. Similarly, Limaymanta et al. (2021)
highlighted the potential benefits of digital technology and the flipped classroom
approach in supporting student learning. Taken together, these studies suggest
that technology-supported learning, particularly through gamification and
interactive platforms, may facilitate students” understanding of complex concepts,
including strategic frameworks such as SWOT analysis.

2.2. Problem-Based Learning (PBL)

Problem-Based Learning (PBL) is widely used as a teaching approach to support
the development of critical thinking and problem-solving skills. PBL emphasizes
learning through the investigation of real-world problems, enabling students to
develop analytical competencies and participate actively in the learning process.
Dalila et al. (2022) reported that the implementation of PBL was associated with
improvements in students” analytical and problem-solving skills at the secondary
education level. This approach encourages students to identify problems
critically, collaborate with peers, and formulate solutions through systematic
reasoning.

Furthermore, Dogan (2017) demonstrated that integrating PBL into teaching can
enrich students' understanding of scientific discourse and methodological
reasoning. This finding is relevant to SWOT-based learning, which analyzes
weaknesses, opportunities, and threats. SWOT-based learning also requires
students to engage in systematic evaluation and strategic thinking. Furthermore,
the use of technology in PBL allows students to access digital learning resources,
such as interactive videos, while simultaneously facilitating simulations and
encouraging engaging discussions. Such a learning environment supports self-
directed learning and expands opportunities to develop analytical competencies.

2.3. The effectiveness of PBL for critical thinking and problem-solving skills.
The effectiveness of PBL in supporting the development of higher-order cognitive
skills has been widely discussed in the literature. Previous research suggests that
PBL can encourage students to analyze complex situations, communicate ideas
effectively, think critically, and collaborate in solving real-world problems (Dalila
et al., 2022). Similarly, Dogan (2017) reported that integrating PBL with a
contextual learning approach can deepen students’ conceptual understanding
and strengthen their ability to apply theoretical knowledge to practical situations.
In the context of marketing education, SWOT analysis is an important competency
for students to develop. Through PBL, students can analyze situations, develop
strategies, and formulate solutions within relevant theoretical frameworks.
Accordingly, the application of PBL in marketing education can support students’
conceptual understanding while also providing opportunities to develop practical
competencies in marketing strategy analysis.
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2.4. Integrating game technology and Problem-Based Learning (PBL) in
marketing education.

Recent research suggests that combining gamification with Problem-Based
Learning (PBL) can enhance learning experiences in marketing education.
Gamification introduces interactive elements that can support student
engagement, while PBL situates learning activities within authentic problem-
solving contexts. Ramadhani and Wahyuningsih (2025) reported that integrating
game-based learning with PBL can create a more dynamic and engaging learning
environment. Their findings suggest that this combination may support students’
analytical skills and their ability to apply SWOT concepts to real-world case
studies.

The integration of gamification and PBL can support collaborative learning,
promote active participation, and facilitate students” understanding of marketing
strategies. By combining these approaches, educators can create learning
environments that incorporate real-world business challenges and provide
students with opportunities to develop strategic thinking skills through more
interactive and meaningful learning activities.

2.5. Challenges and enabling factors in technology integration

Despite their potential benefits, the integration of technology and gamification
into education also presents several challenges. Benzaghta et al. (2021) and Chugh
et al. (2023) highlighted several factors that are important for the successful
implementation of technology-enhanced learning innovations, including
technology availability, instructor readiness, and institutional support. Limited
access to technological resources and inadequate institutional support may hinder
the effective implementation of these approaches.

Nevertheless, previous studies suggest that digital technology, gamification, and
Problem-Based Learning (PBL) offer considerable potential for enhancing
learning quality. When appropriately implemented, these approaches can
support student motivation and engagement and contribute to the development
of critical thinking skills. Therefore, strategic planning, adequate infrastructure,
and continuous professional development for educators are important to support
the sustainability and effectiveness of technology-enhanced learning innovations
in higher education.

Based on the research problem and the proposed learning innovation, this study
addresses the following research questions: 1) how is the game technology
application developed as a learning innovation for SWOT marketing; 2) does the
implementation of an interactive e-learning model have a positive impact on
increasing student participation and understanding; and 3) does the combination
of game-based technology and PBL effectively create a dynamic and interactive
learning environment that enhances motivation, engagement, and analytical
thinking?
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3. Methodology

3.1. Research Design

Research and Development (R&D) with the ADDIE (Analysis, Design,
Development, Implementation, and Evaluation) framework is the primary
approach in this study. ADDIE framework was chosen as a systematic structure
for designing, developing, implementing, and evaluating learning models and
learning materials. Within this framework, the SI-M-SWOT learning model
integrates game-based technology with Problem-Based Learning (PBL) to support
interactive learning in marketing education.

The ADDIE framework was selected because it provides a systematic structure
for designing, developing, testing, and refining the SI-M-SWOT learning model,
which integrates game-based technology with the Problem-Based Learning (PBL)
approach. Details regarding the study population, sample, and participant
recruitment procedures are presented in the following subsections.

3.2. Population and Sample

The study population consisted of undergraduate students enrolled in marketing
or entrepreneurship courses at universities in East Java, Indonesia. Four
universities, located in Jombang, Nganjuk, Bangkalan, and Pasuruan, East Java,
were selected using purposive sampling based on the following criteria: (1)
curricular relevance, specifically, the availability of Marketing or
Entrepreneurship courses that include SWOT analysis content; (2) institutional
readiness, including adequate technological infrastructure, such as internet
connectivity and devices, to access the SI-M-SWOT application; and (3) instructor
willingness to participate in the implementation and pilot testing of the learning
model.

Research participants were recruited using purposive sampling based on the
following criteria: (a) active enrollment as undergraduate students in Marketing
or Entrepreneurship programs; (b) completion of SWOT analysis content as part
of their course curriculum; and (c) willingness to participate in the full sequence
of research activities, including the pre-test, implementation of the learning
model, and post-test, as indicated by informed consent. Based on these criteria,
133 students participated in the study, comprising 34 students from Jombang, 27
from Nganjuk, 27 from Bangkalan, and 45 from Pasuruan. The variation in
participant numbers across locations reflects differences in the number of students
enrolled in the relevant courses during the semester in which the study was
conducted. The inclusion of participants from four different locations was
intended to capture variation across institutional contexts and provide broader
evidence regarding the applicability of the SI-M-SWOT learning model.

3.3. Research instrument
The research instrument was developed through several stages to ensure its

validity and reliability.

Stage One involved developing questionnaire items based on a literature review
and a conceptual framework comprising five key variables: user satisfaction;
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participation and collaboration; critical and analytical thinking; the influence of
game-based media; and psychological and emotional aspects. This process
resulted in 50 items measured using a five-point Likert scale, ranging from 1
(Strongly Disagree) to 5 (Strongly Agree).

Stage Two involved expert validation by specialists in e-learning and educational
technology to assess the instrument's content validity, including the alignment of
items with specified indicators, clarity of wording, and relevance to the context of
marketing education. Expert feedback was used to revise items deemed
ambiguous before the field trial.

Stage three involved piloting the revised instrument with 40 students who were
not included in the main research sample to assess item validity and initial
reliability. Item validity was evaluated using item total correlation coefficients (r)
calculated with Pearson’s product-moment correlation and compared with the
critical r-value of 0.312 at the 5% significance level (N = 40). All 50 items yielded
r-values ranging from 0.283 to 0.766. Because the lowest observed r-value
exceeded the critical value, all 50 items were retained for subsequent analysis.

Stage Four involved assessing the instrument’s internal consistency using
Cronbach’s alpha coefficient. The analysis yielded a Cronbach’s alpha value of
0.857 across the N = 50 items, indicating good internal consistency and supporting
the reliability of the instrument for use in the main study.

Stage Five involved refining the instrument based on the pilot test results by
adjusting the wording of items that exhibited relatively low item-total correlation
values (r < 0.30). This final instrument is the one used for pre-test and post-test
purposes with 133 student participants.

3.4. Implementation Procedure

The SI-M-SWOT learning model was implemented through six sequential phases
at each participating university, as follows:

1) Orientation. At the beginning of the course, the lecturer introduced the learning
objectives, explained the workflow of the SI-M-SWOT application, and provided
foundational material on SWOT analysis in a marketing context. A flipped
classroom approach was employed, allowing students to study the basic materials
independently before the face-to-face session.

2) Problem-Based Learning (PBL) Activities. Students were divided into small
groups and assigned authentic business cases to analyze. With guidance from a
facilitator, each group identified the problem, formulated investigative questions,
and discussed the relevant information needed to address the case.

3) SWOT Simulation. Students selected one of several marketing SWOT scenarios
provided through the SI-M-SWOT application based on their interests. They then
analyzed the strengths, weaknesses, opportunities, and threats associated with
the selected business scenario using the application’s interactive simulation
features.
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4) Game-Based Learning Session. Students completed SWOT-themed challenges
and interactive quizzes within the application, receiving immediate feedback on
their strategic decisions and earning points as part of the gamification elements
designed to support motivation to learn.

5) Classroom Implementation. Each group compiled its analysis into a video
presentation, which was presented and discussed in class. Lecturers and students
provided feedback, followed by discussions designed to deepen conceptual
understanding and address misconceptions.

6) Evaluation. Students” understanding of SWOT analysis was assessed using a
pre-test administered before the implementation and a post-test administered
after completion of the full activity sequence, supplemented by a perception
questionnaire. Formative evaluation was conducted throughout the learning
phases through classroom observations and direct feedback from the lecturer,
whereas summative evaluation was conducted at the end of the program to assess
the overall effectiveness of the learning model.

The entire implementation process spans one academic semester, with the
duration and schedule adjusted to the academic calendars of the respective
participating universities.

3.5. Data collection

Data were collected through interviews, focus group discussions (FGDs),
observations, and questionnaires conducted in three stages.

First, interviews and FGDs were conducted with four lecturers and ten student
representatives to identify learning needs, perceptions, and challenges associated
with conventional learning approaches.

Second, observations were carried out during the implementation of the SI-M-
SWOT learning model to assess student participation, interaction, and
engagement during learning activities.

Third, questionnaires were administered to assess students” perceptions of the
learning model. The questionnaire used a five-point Likert scale with five
dimensions: (1) user satisfaction; (2) participation and collaboration; (3) critical
and analytical thinking; (4) the influence of game-based media; and (5)
psychological and emotional aspects of learning. The response categories were
Strongly Agree, Agree, Neutral, Disagree, and Strongly Disagree. The
questionnaire was piloted with 40 students.

3.6. Data analysis

Quantitative data from the pre-tests and post-tests were analyzed using
descriptive statistics, including means and standard deviations, for each
university location. To assess whether learning outcomes improved significantly,
paired-sample t-tests were conducted to compare students’ pre-test and post-test
scores within each university. Cohen’s d was also calculated to estimate the
magnitude of the observed differences. All statistical tests were conducted at a
significance level of 5% (a = 0.05). Qualitative data from observations, interviews,
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and focus group discussions (FGDs) were analyzed thematically to complement
and contextualize the quantitative findings.

3.7. ADDIE Model stages

The implementation of the ADDIE framework in developing the SI-M-SWOT
model comprised the following five stages:

1) Needs Analysis. This stage involved identifying learning challenges and
existing practices in teaching marketing SWOT analysis, exploring learning needs
through interviews and focus group discussions (FGDs) with lecturers and
students (see Section 3.5, Data Collection), and defining the competencies to be
achieved and the target user profile for the application.

2) Design. This stage involved designing a PBL-based learning structure
integrated with gamification elements, including SWOT simulations, discussion
forums, and instructional videos; designing the SI-M-SWOT application interface;
and preparing the research instruments (see Section 3.3, Research Instruments, for
details on the validation and reliability procedures).

3) Development. This stage involved developing the interactive web-based SI-M-
SWOT application, preparing learning content including instructional videos,
simulations, and interactive quizzes, and validating the learning media through
focus group discussions (FGDs) with educational technology experts and
marketing lecturers.

4) Implementation. This stage involved field-testing the SI-M-SWOT learning
model with 133 students from four universities, following the implementation
procedures described in Section 3.4, Implementation Procedures.

5) Evaluation. This stage involved formative evaluation conducted throughout
the development process and summative evaluation based on pre-test and post-
test results and student feedback. The collected data were analyzed using the
techniques described in Section 3.6, Data Analysis.

4. Results and Findings

4.1. Needs Analysis

The needs analysis phase was conducted through interviews and focus group
discussions (FGDs) with four lecturers and ten student representatives (see
Section 3.5, Data Collection) to identify the current conditions of learning in
marketing SWOT analysis. The findings from this phase identified three key
issues that informed the development of the SI-M-SWOT model: (1) low student
engagement in learning, which was largely characterized by didactic lecture-
based instruction; (2) difficulties in applying SWOT analysis concepts to real-
world business cases; and (3) limited availability of interactive learning media for
Marketing and Entrepreneurship courses.

These issues were identified through FGDs with lecturers regarding the

challenges of teaching SWOT analysis using conventional methods. One lecturer
explained: “Students often struggle to visualize the internal and external factors
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of a company that needs to be analyzed in a SWOT assessment because they do
not conduct direct interviews. We rely primarily on lectures. Therefore, we need
interactive media that can help students better understand a company’s
situation.”

Meanwhile, regarding their perceptions of the learning methods used before the
implementation of SI-M-SWOT, students reported difficulties in understanding
SWOT analysis. As one student participant (S1) remarked: “I find it confusing to
identify and document the SWOT elements because I have never interviewed a
business owner. Furthermore, lecturers tend to rely on lecture-based teaching.”
Based on these findings, the study defined the competencies students should
achieve and the user profile for the SI-M-SWOT application, as detailed in section
3.7 (ADDIE Model Stages).

4.2. Design

A learning strategy integrating Problem-Based Learning (PBL) with game-based
elements was expected to enhance student engagement in the learning process.
Students reported positive perceptions of the SWOT simulation game, supporting
its potential as a learning component in higher education marketing courses.
Within the PBL framework, authentic scenarios serve as primary learning stimuli.
Students are required to identify problems, gather relevant information, and
construct understanding through independent and collaborative exploration.
Collaboration plays a central role in PBL, as students work in small groups to
discuss scenarios, explore alternative solutions, and reflect on learning outcomes
(Yu & Zin, 2023). Reflective activities further reinforce conceptual understanding
and support students” evaluation of the learning process (Wei et al., 2024).

Game-based learning can further enhance student motivation and engagement
within the learning environment. An Al-integrated Learning Management
System (LMS) can facilitate this approach by adapting learning materials and
challenges to students” progress (Dahalan et al., 2024; Irwanto et al., 2024;
Zainuddin 2024). In the SI-M-SWOT model, the learning process unfolds through
several sequential stages. First, students are introduced to real-world business
scenarios involving marketing challenges faced by small and medium-sized
enterprises (SMEs), digital startups, or businesses in the cultural tourism sector.
These authentic cases serve as learning stimuli, enabling students to connect
SWOT analysis concepts with real-world business situations (Suharti et al., 2024).

Next, students collect and analyze data through systematic research, interviews,
and contextual analysis of market conditions. This investigative process develops
students” research skills and analytical thinking (Savitska & Krychkivska, 2022).
Subsequently, students conduct a SWOT analysis by identifying strengths,
weaknesses, opportunities, and threats based on the collected data.

The next stage involves team discussions in which students examine the collected
data, compare perspectives, and synthesize their findings. Students then present
their analyses through short video presentations lasting five to seven minutes.
Digital presentations have been shown to support the development of
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communication and storytelling skills while increasing students” motivation to
share innovative ideas (Ramadhani & Wahyuningsih, 2025).

To further promote engagement, SI-M-SWOT incorporates several gamification
elements, including a point system, leaderboards, digital certificates, and peer
assessment. These features have been associated with increased motivation and
active participation in learning environments (Habibie et al., 2025). The final stage
involves reflection and feedback. Students reflect on their learning experiences,
the challenges they encountered, and the strategies they used to overcome them.
Instructors and peers provide constructive feedback to support reflective learning
and the development of metacognitive awareness (Suharti et al., 2024).

4.3. Development

During the development phase, the SI-M-SWOT learning platform was designed
and validated through focus group discussions (FGDs) involving lecturers,
educational technology experts, and relevant stakeholders. The development
process focused on creating an integrated learning platform that combines
Problem-Based Learning (PBL) with game-based technology to support
interactive learning of SWOT analysis.

The system architecture was designed to accommodate three primary user roles:
administrator, lecturer, and student. Each role has specific responsibilities within
the learning management system. Administrators manage user accounts and
system access; lecturers manage course materials and learning activities; and
students participate in learning through assignments, discussions, and case-based
simulations.

- N s '

Ad(nln & - @ 5 B < B) L ©
Actions Admin Login Creats Student Creats Lecturer Add Lecturer Admin
Account Account L Data Completed
2 s
Lecturer & > 8] 5 @ 5 8 5 ©
Actions Lecturer Login Create Theme Add Subject Adding Courses Lecturer
\_1_/ to Theme Completed )
B E (B8 | [ ®
Assign Exam Assign Exam Changing the Customize Exan
J Number of Time
G
N
Student & = [3 == @ e @ B=5 @
Actions Student Login RecievTam Submit Submit Student
== ) Assignments Exam Completed

Figure 1: Workflow of the SI-M-SWOT Academic Management System

The diagram in Figure 1 illustrates a structured academic workflow that integrates
the roles of the administrator, lecturer, and students within a digital learning
platform. Three parties are involved in the learning process: (a) the administrator
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ensures proper account setup and system access; (b) the lecturer manages learning
activities, assignments, and assessments; and (c) students participate in the
learning process by completing tasks, conducting SWOT analysis simulations,
and submitting evaluation assignments.

Figure 1 illustrates a structured learning workflow that integrates the roles of
administrators, lecturers, and students within the digital learning platform. Three
user groups are involved in the learning process: (a) administrators, who are
responsible for account setup and system access; (b) lecturers, who manage
learning activities, assignments, and assessments; and (c) students, who
participate in the learning process by completing tasks, conducting SWOT
analysis simulations, and submitting assessment assignments.

This integrated workflow supports the efficient, transparent, and effective
management of digital learning activities within the SI-M-SWOT platform.
Throughout the learning process, students work in groups to conduct a SWOT
analysis of a selected case scenario, identifying the strengths, weaknesses,
opportunities, and threats of the business being analyzed.

The collaborative nature of this activity encourages students to exchange
perspectives, share responsibilities, and develop marketing strategy
recommendations based on evidence analysis. Throughout the learning process,
the instructor provides formative feedback to help students refine their SWOT
analyses and ensure the accuracy of their findings.

For the final evaluation, students are required to upload their group presentation
videos to the Learning Management System (LMS). In addition, reflection sessions
are conducted through discussion forums and synchronous video conferences.
These sessions enable students to reflect on their learning experiences, compare
strategies with those developed by other groups, and receive constructive
feedback from peers and instructors.

Through this structured learning process, the SI-M-SWOT platform provides an
interactive learning environment that integrates collaborative learning, strategic
analysis, and digital technology to support the development of students’
analytical and problem-solving skills in marketing education.

4.4. Implementation

The implementation phase of the SI-M-SWOT learning model in marketing
courses at participating universities in East Java, Indonesia. A total of 133 students
participated in the learning activities. Before implementation, lecturers received
training on the effective use of the SI-M-SWOT platform during class sessions. The
results of the descriptive statistical analysis are presented in Table 1.
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Table 1: Descriptive Analysis

Aspects Goods Method Median SD Category
1  User Satisfaction 10 4.65 5.00 0.42 Very high
2 Participation & Collaboration 10 4.58 5.00 0.48 Very high
3  Critical Thinking & Analysis 10 4.52 5.00 0.50 Very high
4 Influence of Game-Based Media 10 4.70 5.00 0.38 Very high
5 Psychological &  Emotional 10 463 5.00 0.44 Very high

Aspects

The results showed that student perceptions across all assessed aspects fell within
the “Very High” category. Students reported a high level of satisfaction with the
SI-M-SWOT platform, particularly regarding the relevance of the learning
materials, the user-friendly interface, and the engaging learning experience. The
learning model also supported student participation and collaboration through
teamwork and interactive discussions. Furthermore, students reported
improvements in critical thinking, analytical skills in conducting SWOT analyses,
and their ability to develop marketing strategies. The gamification features were
also perceived to enhance academic enthusiasm and support knowledge
retention.

4.5 Evaluation

The evaluation phase encompassed both formative and summative assessments.
A pre-test was administered at the beginning of the learning process to gauge
students' initial understanding of SWOT analysis. Following the completion of
learning activities using the SI-M-SWOT system, a post-test was conducted to
measure student learning outcomes.

Comparison of Pre-test and Post-test Mean Scores

Across Four Universities I Pre-test (Mean * SD)
I Post-test (Mean * SD)

120 4 *kk *kk *kk

— — 1 *kk
93.67 93.67

100 - 901'-71

79.78

Mean Score

Jombang Nganjuk Bangkalan Pasuruan
(N =34) (N=27) = 5 (N=27) (N = 45)
University
Uni it Pre-test Post-test Mean Difference p-value Int tati
EVeIs iy Mean + SD Mean + SD (Post - Pre) (2-tailed) FRSIpReRTOn
Jombang 68.03 + 17.18 90.71 £ 13.95 22.68 -6.160 33 < 0.001 *%* Significant improvement
Nganjuk 64.93 + 15.23 93.67 + 4.15 28.74 -9.679 26 < 0.001 *** Significant improvement
Bangkalan 64.93 + 15.23 93.67 + 4.15 28.74 -9.679 26 < 0.001 *%* Significant improvement
Pasuruan 63.98 + 17.59 79.78 + 17.65 15.80 -3.931 X < 0.001 *#** Significant improvement
Note: Error bars represent standard deviation (SD). *** p < 0.001, **p < 0.01, *p < 0.05

Figure 1: Comparison of Pre-test and Post-test Mean Scores Across Four Universities
and Paired-Sample t-test Results
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The findings consistently indicate that the SI-M-SWOT learning model is
associated with improved student learning outcomes across all participating
universities. Statistical analysis revealed a significant difference between pre-test
and post-test scores (p < 0.001). These results indicate that the SI-M-SWOT model
in marketing education contributed to improved student learning outcomes
across all participating institutions. The consistent improvement in student mean
scores across all four universities suggests that this model has potential for
implementation across a variety of higher education settings. These findings
support the potential of SI-M-SWOT as an innovative learning model for
university-level marketing education.

However, several challenges were identified during implementation, including
limited internet infrastructure in certain regions, technical difficulties in operating
the application, and the need for instructors to adapt to new digital learning tools.
Despite these challenges, the implementation of SI-M-SWOT was associated with
improvements in students’ conceptual understanding, critical thinking skills, and
active participation in learning activities. Overall, the findings suggest that the SI-
M-SWOT model has potential for implementation in marketing and
entrepreneurship education across diverse higher education settings. Future
research should examine the long-term effects of the SI-M-SWOT model on the
development of students’ soft skills and career readiness.

4.6. Qualitative findings: observations, Focus Group Discussions (FGDs), and
interviews

To complement the quantitative findings presented in Sections 4.4 and 4.5, this
study also collected qualitative data through classroom observations, focus group
discussions (FGDs), and interviews conducted during the implementation of the
SI-M-SWOT model. A summary of the findings from each data collection method
is presented below.

4.6.1. Classroom Observations

Observations conducted during the marketing course revealed that the SI-M-
SWOT model fostered active interaction among students within their groups.
Students engaged in discussions and debates regarding the topics at hand,
supporting their viewpoints with clear explanations. They also participated
enthusiastically in activities, particularly when interacting with the platform's
game-based features. Furthermore, the model enhanced teamwork, as group
members collaboratively identified correct answers whenever a peer selected an
incorrect response.

4.6.2. Focus Group Discussions (FGDs)

The FGDs involved both lecturers and students. One of the key issues discussed
by the lecturers was the ease of use of the SI-M-SWOT application. Lecturers noted
that the SWOT marketing game was well suited to develop students’ critical
thinking skills. For example, the SI-M-SWOT application could present an
incorrect concept, requiring students to identify the error, determine the correct
concept, and provide sound arguments to support their conclusions. According
to the lecturers, these game-based activities helped deepen students’
understanding of marketing concepts and encouraged active participation in the
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learning process. However, the lecturers also observed that some students tended
to remain passive within their groups. Therefore, they recommended
incorporating multiple scenarios into each game session to provide students with
more opportunities to practice critical thinking.

4.6.3. Interviews

The interviews provided insights into lecturers” and students” perspectives on the
impact of the SI-M-SWOT model on students” understanding of SWOT analysis,
critical thinking skills, and learning motivation.

Lecturers A, B, and C stated: “The SI-M-SWOT application makes it easier for us
to explain the distinction between internal and external factors in SWOT analysis.
At the same time, students are highly enthusiastic about participating in the game,
identifying incorrect concepts, and providing the rationale behind their answers.
As lecturers, we need to reinforce their understanding by explaining why their
arguments are considered correct or incorrect.”

Meanwhile, Lecturers C and D stated: “The SI-M-SWOT application enables
students to take a more active role in identifying incorrect marketing concepts and
explaining the reasons behind their misconceptions. The learning activity
becomes more challenging because students are required to provide a rationale
for each marketing concept discussed.”

Based on the student interviews, Students 1 and 2 remarked: “Initially, I was
confused about identifying errors in the marketing SWOT game. However, after
reviewing the theory, I was able to identify the incorrect marketing concepts and
explain why I considered them incorrect.”

Other students (Students 3, 5, 6, and 7) stated: “The game is very enjoyable. It
encourages us to think critically to identify the reasons behind the answers, and
we engage in discussions and debates with one another.”

Meanwhile, Students 4, 8, 9, and 10 stated: “The marketing SWOT game is highly
engaging and makes it easier for us to understand marketing concepts. The SI-M-
SWOT application incorporates a ‘trap’ element by presenting incorrect
marketing concepts alongside correct ones. We feel more motivated to examine
the material carefully and identify the errors, which helps us recognize the correct
concepts. Through this ‘trap” game technique, we gain a better understanding of
marketing concepts.”

Overall, these qualitative findings provide further insight into the quantitative
results presented in Sections 4.4 and 4.5 by illustrating how the SI-M-SWOT
application supported students’ engagement, critical thinking, and
understanding of marketing concepts.
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5. Discussion

This study found that the SI-M-SWOT model was associated with significant
improvements in students” understanding of SWOT analysis, critical thinking
skills, and active participation in marketing learning activities, as indicated by the
paired-sample t-test results across the participating universities (p < 0.001;
Cohen’s d = 0.59-1.86; see Section 4.5). The integration of Problem-Based Learning
with game-based learning provides a potentially effective approach to supporting
student-centered learning in marketing education.

These findings can be explained by the nature of Problem-Based Learning (PBL),
which encourages students to engage actively in structured inquiry and
collaborative discussion. Through this process, students are challenged to identify
relevant information, generate alternative solutions, and construct logical
arguments. Such activities support the development of critical thinking skills that
are essential for conducting SWOT analysis. These findings are consistent with
those of Chugh et al. (2023) and Roséario and Dias (2024), who reported that PBL
in business and marketing education can bridge the gap between theoretical
knowledge and practical application while strengthening students” critical
thinking skills. The findings also align with Dalila et al. (2022), who found that
PBL can contribute to the development of students’ analytical and problem-
solving skills.

The features of SI-M-SWOT, including simulations, interactive challenges, and
immediate feedback, create a dynamic and engaging learning environment. These
findings are consistent with a systematic review by Dahalan et al. (2024), which
reported that gamification and game-based learning can increase student
engagement and motivation in various educational contexts. These findings also
align with Habibie et al. (2025), who found that gamification elements
implemented in digital learning platforms can encourage active student
participation. In this study, students showed enthusiasm when completing
marketing case scenarios. This is consistent with findings reported in previous
studies.

In the present study, students were observed to participate actively in discussions
and demonstrate enthusiasm when solving marketing case scenarios, consistent
with findings reported in previous studies. This study extends existing research
by integrating Problem-Based Learning (PBL) and game-based learning into a
single instructional model specifically designed to support SWOT analysis in
marketing education. Ramadhani and Wahyuningsih (2025) reported that
integrating gamification with PBL can strengthen students’ analytical skills in
applying SWOT concepts. However, their study was conducted at a single
institution and did not employ a systematic instructional development
framework or inferential statistical testing.

In contrast, the present study employed the ADDIE framework to develop and
evaluate the SI-M-SWOT model and implemented it with 133 students from four
universities. This multi-institutional implementation, together with inferential
statistical analysis, provides additional empirical support for the model's
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compatibility across different higher education settings. Thus, the SI-M-SWOT
model extends previous research by integrating established pedagogical
approaches within a systematically developed model and evaluating its
implementation across multiple institutional contexts. Theoretically, this research
supports the view that combining active learning approaches with digital
technology can enhance higher-order thinking skills (Dahalan et al., 2024). The
integration of problem-based learning and game-based learning can create a
synergistic effect. Cognitive engagement is strengthened through problem-
solving activities, while emotional engagement and learning motivation are
supported by gamification elements.

In practical terms, the SI-M-SWOT model offers an innovative instructional
strategy for marketing and entrepreneurship education. This finding is consistent
with Motta and Galina (2023), who reported that experiential learning can
strengthen students’ entrepreneurial competencies and motivation to learn. The
model requires educators to design interactive learning activities that are closely
aligned with authentic business contexts. The flexible, technology-enabled design
allows the SI-M-SWOT model to be adapted and implemented across a variety of
higher education environments.

However, several challenges were identified during implementation, including
limitations in technological infrastructure and the need for lecturers to adapt to
digital learning environments. These findings are consistent with Chugh et al.
(2023), who emphasized that the successful implementation of educational
technology in higher education depends on infrastructure readiness, stakeholder
perceptions, and adequate institutional support. Accordingly, the effective
implementation of technology-based learning models such as SI-M-SWOT
requires sustained institutional support, continuous professional development for
lecturers, and adequate technological infrastructure.

6. Conclusion

6.1. Development of the SI-M-SWOT Model

The development of SI-M-SWOT resulted in an interactive learning model that
integrates game-based technology with a Problem-Based Learning (PBL)
approach for teaching marketing SWOT analysis. The model was designed to
support students” understanding of SWOT analysis, critical thinking, and active
participation in marketing learning activities.

6.2. Implementation and Learning Outcomes

The implementation of the SI-M-SWOT learning model was associated with
significant improvements in students’ learning outcomes, as indicated by the
differences between pre-test and post-test scores across the participating
universities. The model provides an interactive e-learning environment that
supports student participation, conceptual understanding, and problem-focused
learning in marketing and entrepreneurship education at the university level.
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6.3. Contribution of Game-Based PBL

The integration of game-based technology and Problem-Based Learning (PBL) is
a potentially effective approach for creating a dynamic and interactive learning
environment. This approach also supports student motivation, engagement, and
analytical thinking. The combination of authentic problem-solving activities,
SWOT simulations, interactive challenges, and immediate feedback provides
students with the opportunity to apply theoretical concepts to contextual
marketing problems.

7. Conflict of Interest
The authors declare that they have no conflicts of interest regarding the
publication of this research.

This research was funded by the Directorate of Research, Technology, and
Community Service (DRTPM) in collaboration with the Regional Higher
Education Service Agency (LLDIKTI) Region VII; Grant Number:
128/C3/DT.05.00/TL/2025, dated May 28, 2025.

This study involved the voluntary participation of university students.
All participants were informed of the research objectives and asked to provide
their consent to participate.

The data collected were used solely for research purposes and analyzed
anonymously. Data supporting the findings of this study are available from the
corresponding author upon reasonable request.

Author Contributions: NSS conceived the research idea and led the overall
administration of the study. AG and AW conducted the literature review,
developed the theoretical framework, designed the research methodology, and
performed data analysis, including data collection and validation. AYA
contributed to the interpretation of results, critically revised the manuscript, and
managed visualization and formatting. All authors have read and approved the
final manuscript.

The authors acknowledge the Directorate of Research, Technology, and
Community Service (DRTPM) and the Regional Higher Education Service Agency
(LLDIKTI) Region VII for supporting this research through Grant Number:
128/C3/DT.05.00/TL/2025.

8. Acknowledgments

The authors acknowledge the use of Claude Al in the writing of this paper. The
tool was used to assist in improving the language and grammar of the manuscript.
The paper remains an accurate representation of the authors' work and
intellectual contributions.

http:/ /ijlter.org/index.php/ijlter



1130

9. References

Abdullah, MY, Hussin, S., & Ismail, K. (2019). Implementation of the flipped classroom
model and its effectiveness on English speaking performance. International Journal
of Emerging  Technologies in  Learning  (IJET), 14 (09), 130-147.
https://doi.org/10.3991/ijet.v14i09.10348

Adawiyah, GN, Hasun, F., & Pulungan, MA (2025). Evaluasi dan Perancangan Model
Bisnis Usulan Fibo School Menggunakan Business Model Canvas [Evaluation and
Design of Fibo School's Proposed Business Model Using Business Model Canvas].
Metode Jurnal Teknik Industri, 11(1), 51-65.
https://doi.org/10.33506/mt.v11i1.3731

Amris, FK, & Desyandri, D. (2021). Pembelajaran tematik terpadu menggunakan model
problem based learning di sekolah dasar [Integrated thematic learning using the
problem-based learning model in elementary schools]. Basicedu Journal, 5 (4),
2171-2180. https:/ /doi.org/10.31004/ basicedu.v5i4.1170

Arnata, IW, Mardana, IBP, & Suwindra, INP (2020). Pengaruh model pembelajaran
problem based flipped classroom terhadap keterampilan pemecahan masalah
mahasiswa kelas XI IPA [The effect of the problem-based flipped classroom
learning model on the problem-solving skills of 11th grade science students].
Undiksha Physics Education Journal, 10 (1), 36-44.
https:/ /doi.org/https:/ /doi.org/10.23887 /jjpf.v10i1.26723

Azhari, DS (2020). Meningkatkan pemahaman mahasiswa terhadap manajemen
pemasaran melalui metode pembelajaran peta konsep (mind mapping).
[Improving students' understanding of marketing management through the
concept mapping learning method (mind mapping)]. Jurnal Kajian Manajemen
Bisnis  [Journal —of Business Management  Studies], 9 (1), 19-25.
https://doi.org/10.24036/jkmb.10890300

Babichenko, M., & Asterhan, C. (2013). Learning complex scientific concepts through peer
interaction: The effect of human presence and discourse style. Proceedings of the
Chais Conference on Instructional Technologies Research, 6-10.

Benzaghta, M.A,, Elwalda, A., Mousa, M., Erkan, L., & Rahman, M. (2021). SWOT analysis
applications: An integrative literature review. Journal of Global Business Insights, 6
(1), 55-73. https:/ /doi.org/10.5038 / 2640-6489.6.1.1148

Chugh, R., Turnbull, D., Cowling, M. A., Vanderburg, R., & Vanderburg, M. A. (2023).
Implementing educational technology in higher education institutions: A review
of technologies, stakeholder perceptions, frameworks and metrics. Education and
Information Technologies, 28, 16403-16429. https:/ /doi.org/10.1007/s10639-023-
11846-x

Dahalan, F., Alias, N., & Shaharom, MSN (2024). Gamification and game-based learning
for vocational education and training: A systematic literature review. Education
and Information Technologies. Education and Information Technologies, 29 (2), 1279~
1317. https:/ /doi.org/10.1007 /s10639-022-11548-w

Dalila, AA, Rahmabh, S., Liliawati, W., & Kaniawati, I. (2022). The effect of differentiated
learning in problem-based learning on high school students' cognitive learning
outcomes. Journal of Science Education Research, 8 (4), 2116-2122.
https://doi.org/10.29303/jppipa.v8i4.1839

Dogan, N. (2017). Integrating problem-based learning and a history of science approach
to enhance views of scientific inquiry: New wine in old bottles. Journal of Education
and Training Studies, 5 (10), 99-112. https:/ /doi.org/10.11114/jets.v5i10.2646

Gasaymeh, A., Abu Qbeita, A., AlMohtadi, R., & Beirat, M. (2025). Exploring education
students' use of ChatGPT for academic and personal purposes: Insights from a

http:/ /ijlter.org/index.php/ijlter



1131

developing country context. Frontiers in  Education, 10, 1580310.
https:/ /doi.org/10.3389/feduc.2025.1580310

Habibie, N. A., Salam, S., & Sartika, E. (2025). Application of gamification in learning to
study the structure and language of news texts through the Genially platform.
Ideas:  Journal of  Education,  Social, and  Culture, 11 (1), 33.
https://doi.org/10.32884 /ideas.v11i1.1911

Hasanein, AM, & Sobaih, AEE (2023). Drivers and Consequences of ChatGPT Use in
Higher Education: Key Stakeholder Perspectives. European Journal of Investigation
in Health, Psychology ~ and  Education, 13 (11), 2599-2614.
https:/ /doi.org/10.3390/ ejihpe13110181

Irwanto, T. Nasution, S., Yanti, RT, & Rahmi, F. (2024). Menumbuhkan jiwa
kewirausahaan untuk meningkatkan minat dan motivasi mahasiswa SMKS 1
Pembangunan Kota Bengkulu [ Cultivating an entrepreneurial spirit to increase
the interest and motivation of students at SMKS 1 Pembangunan Kota Bengkulul].
Jurnal Dehasen Mengabdi, 3 (2), 181-184. https:/ /doi.org/10.37676/jdm.v3i2.6689

Limaymanta, C.H., Apaza-tapia, L., Vidal, E., & Gregorio-Chaviano, O. (2021). Flipped
classroom in higher education: Bibliometric analysis and proposed framework for
its implementation. International Journal of Emerging Technologies in Learning (IJET),
16 (09), 133-149. https:/ /doi.org/10.3991/ijet.v16i09.21267

Babichenko, M., & Asterhan, C. (2013). Learning complex scientific concepts through peer
interaction: The effect of human presence and discourse style. In Proceedings of the
Chais Conference on Instructional Technologies Research, 6-10.

Mai, D. T.T., Da, C. V., & Hanh, N. V. (2024). The use of ChatGPT in teaching and learning:
A systematic review through SWOT analysis approach. Frontiers in Education, 9,
1328769. https:/ /doi.org/10.3389/feduc.2024.1328769

Motta, V. F., & Galina, S. V. R. (2023). Experiential learning in entrepreneurship education:
A systematic literature review. Teaching and Teacher Education, 121, 103919.
https://doi.org/10.1016/j.tate.2022.103919

Munawaroh, M., & Setyani, NS (2022). The effect of problem-based learning model,
learning methods, and motivation on entrepreneurial attitude. AL-ISHLAH: Jurnal
Pendidikan, 14 (3), 4023-4030. https://doi.org/10.35445/alishlah.v14i3.1681

Munawaroh, M., Setyani, NS, Susilowati, L., & Rukminingsih, R. (2022). The Effect of E-
Problem Based Learning on Students' Interest, Motivation and Achievement.
International Journal of Instruction, 15 (3), 503-518.
https:/ /doi.org/10.29333/1ji.2022.15328a

Munawaroh, M., Sri Setyani, N., Susilowati, L., & Asto Lenggono, K. (2024). How the
mobile app-assisted project-based learning model improves students' critical
thinking  skills, Hong  Kong  Journal  of  Social  Sciences,  (64).
https:/ /doi.org/10.55463 / hkjss.issn.1021-3619.64.13

Munawaroh, M., Setyani, N. S., & Susilowati, L. (2021). Comparing the effectiveness of
information technology-based problem-based learning and project-based
learning on student motivation. Turkish Online Journal of Qualitative Inquiry, 12(6),
1603-1612.

Ramadhani, F., & Wahyuningsih, D. (2025). Integration of gamification in physics
learning: A development study of FISIPOLY using the Genially platform for 10th
grade high school students. Jurnal Materi dan Pembelajaran Fisika, 15(1), 33.
https://doi.org/10.20961/jmpf.v15i1.100886

Rosério, A. T., & Dias, J. C. (2024). Enhancing marketing education through problem-based
learning: A comprehensive review. Preprints.org.
https:/ /doi.org/10.20944 / preprints202406.1020.v1

http:/ /ijlter.org/index.php/ijlter


https://doi.org/10.3389/feduc.2025.1580310
https://doi.org/10.3389/feduc.2024.1328769
https://doi.org/10.20961/jmpf.v15i1.100886
https://doi.org/10.20944/preprints202406.1020.v1

1132

Savitska, V., & Krychkivska, O. (2022). Higher Education Gamification: The Trinity of PBL
as A Tool for Educational Process Modernization. Physical and Mathematical
Education, 33 (1), 43-47. https:/ /doi.org/10.31110/2413-1571-2022-033-1-007

Rahmawati, V., & Setyani, N. S. (2024). Penggunaan pendekatan AIDA sebagai strategi
promosi pada media sosial Instagram ‘oleholehjombangrisell’. Business and
Accounting Education Journal, 5(2), 341-351.
https://doi.org/10.15294 / baej.v5i2.9482

Sri Setyani, N. (2024). Penggunaan Pendekatan AIDA sebagai Strategi Promosi pada
Media Sosial Instagram ‘oleholehjombangrisell. [Using the AIDA approach as a
promotional strategy on Instagram social media 'oleholehjombangrisell.'] Business
and Accounting Education Journa, 5 (2), 341-351.
https:/ /doi.org/10.15294 /baej.v5i2.9482

Suharti, P., Asyari, A., & Wikanta, W. (2024). An augmented reality integrated educational
game using a problem-based learning model to improve critical thinking skills.
Research  and  Development in  Education (RaDEn), 4 (1), 320-336.
https://doi.org/10.22219/raden.v4i1.32026

van Alten, D. C. D., Phielix, C., Janssen, J. J]. H. M., & Kester, L. (2020). Self-regulated
learning support in flipped learning videos enhances learning outcomes.
Computers & Education, 158, 104000.
https://doi.org/10.1016/j.compedu.2020.104000

Wei, B, Wang, H., Li, F,, Long, Y., Zhang, Q., Liu, H., Tang, X., & Rao, M. (2024). The
Effectiveness of Problem-Based Learning on the Development of Nursing
Students' Critical Thinking Skills. Nurse Educator, 49 (3), E115-E119.
https:/ /doi.org/10.1097/NNE.0000000000001548

Widarini, W., Abdullah, F., & Anggara, I. (2025). Strategic optimization of LMS in higher
education for working-class students using SWOT analysis. Journal of Learning
Research and Innovation, 5 (1), 131-149. https:/ /doi.org/10.51574 /jrip.v5i1.2859

Yamin, M., & Syahrir, S. (2020). Pembangunan pendidikan merdeka belajar (telaah metode
pembelajaran) [Development of independent learning education (learning
method review)]. Jurnal llmiah Mandala Education, 6(1).
https://doi.org/10.58258 /jime.v6i1.1121

Yu, L., & Zin, Z. M. (2023). The critical thinking-oriented adaptations of problem-based
learning models: a systematic review. Frontiers in Education, 8.
https:/ /doi.org/10.3389/feduc.2023.1139987

Zainuddin, Z. (2024). Integrating ease of use and affordable gamification-based
instruction into a remote learning environment. Asia Pacific Education Review,
25(5), 1261-1272. https:/ /doi.org/10.1007 /s12564-023-09832-6

http:/ /ijlter.org/index.php/ijlter


https://doi.org/10.15294/baej.v5i2.9482
https://doi.org/10.1016/j.compedu.2020.104000
https://doi.org/10.51574/jrip.v5i1.2859
https://doi.org/10.58258/jime.v6i1.1121

1133

Appendix 1

Questionnaire on the Implementation of the SI-M-SWOT Technology-Based
Game
A. User Satisfaction

1.

2.
3.

9.

I find the material presented through the SI-M-SWOT technology game easy to
understand.

The SI-M-SWOT model increases my motivation to learn marketing material.
Using the technology game makes the learning process more enjoyable.

My knowledge of marketing improved after participating in learning using the
SI-M-SWOT model.

I feel capable of applying the marketing concepts I have learned to real-life
situations.

I feel more confident in understanding marketing material through the SI-M-
SWOT application.

The implementation of the SI-M-SWOT model is highly effective in helping me
understand the material in depth.

I am more interested and enthusiastic about learning through this game-based
medium compared to conventional methods.

SI-M-SWOT-based learning helps me participate more actively in class
discussions.

10.I gained a satisfying learning experience after engaging in SI-M-SWOT-based

Y=o

A

6
7
8.
9.
1

PN EN

’—‘990.\1.0\.01.*“

learning.

: Participation and Collaboration

I actively express my opinions during group discussions.

I feel comfortable sharing ideas and opinions during the learning process.

I take the initiative to start group discussions when there are issues that need
to be addressed.

I often help summarize discussion results and formulate group conclusions.

I participate in group discussions while paying attention to the opinions of
other members.

. T'am able to manage internal group conflicts constructively.
. I frequently respond to opinions expressed by other group members.

I collaborate with group members to effectively achieve learning objectives.
I take responsibility for my assigned part of the group task.

0.I feel that collaborating within the group enhances my understanding of the

material.

. Critical Thinking and Analysis

I can identify the main issues in marketing case studies.

I am able to compare various marketing theories based on critical thinking.

I am able to systematically break down the key components of a marketing
strategy.

I am able to construct arguments based on relevant data and theory.

I can analyze the strengths and weaknesses of specific marketing strategies.

I can connect marketing theory concepts to real-world situations.

I am able to provide innovative solutions for complex marketing problems.

I can consider various solutions and select the most effective one.

. I'am able to analyze information and data.

0 I am able to draw rational conclusions based on the data analyzed.
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D. Influence of Game-Based Media

1.

2.

8.

9.

The use of technology-based games in instruction makes the learning process
more engaging and enjoyable.

The technology-based game learning model enhances my critical attitude
toward the subject matter.

I easily grasp course material through the use of game technology in
instruction.

The SI-M-SWOT model creates a more interactive and enjoyable classroom
atmosphere.

I feel more engaged and motivated to learn through technology-based game
media.

The use of technology-based games enables me to learn independently and
creatively.

The SI-M-SWOT media makes me more interested and active in the learning
process.

The implementation of technology-based games enhances the overall learning
experience.

SI-M-SWOT-based learning helps me overcome boredom during the learning
process.

10.The game-based technology model is effective in fostering a positive attitude

toward learning.

E. Psychological and Emotional Aspects of Learning

1.

2.

3.

7.

8.

9.

I feel comfortable and confident expressing my opinions during group
discussions.

I feel motivated and enthusiastic about participating in the learning process
using the SI-M-SWOT model.

I do not feel stressed when participating in SI-M-SWOT-based learning.

I feel that this learning process helps reduce fear and hesitation regarding
public speaking.

I feel that this learning experience has made me more confident in expressing
my opinions.

I feel that the group atmosphere during instruction supports my learning
process.

I enjoy the learning process and actively interact during SI-M-SWOT-based
learning.

I am able to manage anxiety during SI-M-SWOT-based learning activities.

My self-confidence increases as I interact during SI-M-SWOT-based learning.

10.I feel more enthusiastic and energized when participating in the SI-M-SWOT-

based learning
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